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Curse of Strahd: Luna Lake puts a fun, challenging expansion quest 
in the way of your party of adventurers. A mysterious keelboat appears on 
the Luna River along with a tempting hint at powerful treasures. If only the 
players send their PCs downriver. What the players don't know is they're 
heading right into a cove of undead river pirates! 


Difficulty and specifics of encounters should be scaled by the Dungeon 
Master to create a challenge appropriate to your party where they currently 
stand. These encounters, as written, should be engagingly challenging for a 
party of 4-5 adventurers level 7-8. You should change up the stat blocks to be 
appropriate. The story's the important part; it's up to you to balance combat. 


For additional adventures to the Curse of 
Strahd campaign setting, seek additional materials 
at www.dmsguild.com (search: Carl Huber) 


e The Curse of Strahd NPC Relations Map 


An absolutely necessary (we think) visual 
map of the NPCs of the campaign. 


٠١ Lady Wachter's Cult of the Blackness: 

a one- to two-session adventure for Vallaki 
that supposes your PCs have killed Lady 
Wachter. Get the Premium edition! 


« The Abbot's Journal 


Carl Huber A detailed expository journal chronicling the 
Abbot's descent into madness and relations 


of Strahd and the Belviews. 


٠ Wizard of Wines Wine Labels 
Beautiful, fun wine labels to impress players. 


+ 111323115 Tower 

Gorgeous full color maps of the tower, and 
bonus material such as an upgraded “door 
puzzle.” 
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1. The Misty Pleasure 


Start this quest any time during the campaign. 
All you need is the players traveling along the Old 
Svalich Road and about to cross the bridge over the 
Luna River. As they approach the bridge, read the 
following description. 


66 As you approach where you know the bridge that 
spans the few-hundred-foot wide Luna River to be, a 
chill goes down your spine. The temperature has 
dropped noticeably. Proceeding cautiously, you draw 
closer to the bridge. But you see something new, a 
shape forming out of the mist as you approach. In 
the slow water of the Luna River is a wide, long 
keelboat. Its sail is partway up and it appears to be 
anchored at the shore. You see no movement on it. 


The keelboat is in fact derelict and decrepit, but 
an illusion spell has been used to make it look in 
fresh tip-top shape. As the players cross into the 
Luna Lake, the illusion will fail and they will see the 
boat for what it really is: sail torn to bits, rotten 
boards barely sustaining their weight. 


If players for some reason decide to try to disbe- 
lieve the boat, they can void the illusion with a DC15 
WIS check, or if they have truesight. 


The Misty Pleasure is river-worthy, just decrepit. 


Upon drawing closer: 


66 Drawing closer, you see that the keelboat seems to 
be in fine shape with a scrubbed clean deck and real 
glass windows in the mid-ship cabin. Its sail is of 
white canvas and along the side is painted “The 
Misty Pleasure.” From this distance you can see that 
a sheet of parchment has been stabbed to the door of 
the cabin. Long poles for driving lay on the deck. 


Climbing aboard the boat is easy and safe. Its 
wide shallow hull gives it great stability. 


Examining the parchment will reveal a shiny 
silver dagger and the following poem, written in 
common: 


Come aboard The Misty Pleasure 
Ye who seek the silver treasure 

A bit of might to push and give her 
Encouragement to glide downriver 


Past the settlement that drowned 
Accursed Berez; Lysaga's town 

Find the Luna Lake and shiver 

To seek the treasure come downriver 


(see the last page for a handout/printout) 


The dagger that has been used to fix the parch- 
ment to the door is a finely blacksmithed silver 
blade with a leather-wrapped iron grip ending in a 
cast iron skull for a pommel. 


The Luna River flows north to south, away from 
Lake Zarovich, and leads more or less directly to 
Luna Lake. 


The door to the main cabin opens easily. 


66 The door swings open to reveal a 20x10 foot 
cabin with two doors to the back of it. This simple 
room has a few chairs scattered around and a desk. 
It otherwise looks empty. 


There is nothing of value in the main cabin. Open- 
ing the door to the left in the rear reads as follows: 


| 66 You open the door to find a small room with a cot 

on the floor and a hammock suspended from the 

| ceiling. Apparently this was where the crew took 
turns sleeping. 


Opening the door to the right: 


166 This small room contains several mops and 
buckets in various stages of repair. Also here are two 
large barrels with sealed lids. 


一 一 


Opening the first barrel (no matter if they choose 
left or right) reveals: 


66 The barrel comes open with a pop, revealing a 
sweet odor of strong, aged mead. Indeed, the barrel 
is full of the stuff, honey in color and enticingly sweet. 


Opening the second barrel: 


66 Prying off the lid of this barrel, you are greeted by 
the gruesome sight of a leathery face staring back up 
at you! It is the dessicated corpse of a man in 
peasant clothes, folded up and jammed into the barrel! 


Searching the corpse reveals one gold tooth (worth 
1gp) and a stab wound over the heart. Prying out the 
gold tooth causes the skeletal mummy to clutch at 
the character’s arms tightly for a moment, but then 
it falls slack and inert. 


Quest note: if at any point in time, the party is all 
rendered unconscious, it doesn't need to end in a 
TPK. Have them wake up in the Burgomaster's 
mansion, tied and chained, awaiting the next full 
moon (which should be soon; there's always one 
coming up in Barovia!). This can give the PCs a 
chance to talk with Burgomaster Crypt and Captain 
Bilge and hopefully find means of escape. 
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2. The Luna River 


Pushing off from the bank with the long poles on 
the deck, the characters can begin to proceed south 
down the Luna River. Attempts to turn around and 
go north are laborious as it's against the current and 
the wind. But they certainly can go north, just, no 
adventure that-a-way. 


The Luna River is a slow, sluggish river and even 
with the (illusionary) sail up it moves only a few 
miles per hour; just faster than walking. So it will 


take about three and a half hours to approach Berez. 


Keep time of day in mind as they travel. 


Approaching Berez: 


66 The lazy languid Luna River slowly meanders 
south at a relaxed pace. The mild wind gives only a 
bit of assistance as you sail. All seems calm. The 
thick tree-lined coasts of the river loom over the 
water dark and mysterious, with fog pooling on the 
surface of the water. After a while the starboard 
(western) side of the river clears out into a foggy 
uninhabited grassland. Slowly small scrub trees and 
black skeletons of larger trees begin to dot the 
landscape. 


After two hours both sides of the Luna River have 
turned into a fetid smelling swampland. You can see 
swarms of bugs even from the center of the river. 
Coming up ahead off starboard you begin to see 
remnants of structures. What looks like ruined old 
cottages — or at least stones stacked atop one 
another — looking like they're being subsumed by the 
relentless swampland. 


The river continues ahead, disappearing in the 
fog, but it would also be easy to pole the boat to shore. 


At this point in time, the players are more than 
welcome to stop here and explore Berez as per the 
campaign book. Knowing this area may be well 


outside of their PCs’ level abilities, Berez is always a 


risky venture. 


If instead the players decide to continue past 
Berez without stopping, read the following: 


66 Deciding to continue on, you pole and sail your 
way along the river, slowly passing the assemblage of 
ruined buildings. Something thumps under the deck 
of The Misty Pleasure. Then another thump. 
Looking to the water you see disturbances rippling 
at the surface and bubbles rising all around. Sudden- 
ly leaping from the water, figures latch their arms 
around the short walls of the low-decked keelboat, 
hauling themselves aboard like grotesque drowned 
men. They are scarecrows! Covered in mud and river 
plants, they jerkily rise to their feet, their hands 
sharp as knives, and the black holes of their eyes 
emanating hate and hunger. 


We recommend six scarecrows leaping on to the 
deck of the boat. Please adjust the number to make 
it appropriate to your party. If they are having too 
easy a time of it, more scarecrows climb on later. 
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Note the scarecrows are too wet to have a vulner- 
ability to fire for the duration of this encounter. 


SCARECROW (WET) 


Medium construct, chaotic evil 


Armor Class 11 
Hit Points 36 
Speed 30ft 


STR DEX CON INT WIS CHA 
11 (0) 13(+1)  11(0) 10 (0) 10 (0) 13 (+1) 


none (too wet for fire) 

bludgeoning, piercing, and 

slashing from nonmagical 

weapons 

Damage Immunities poison 

Condition Immunities charmed, exhaustion, 
frightened, paralyzed, 
poisoned, unconscious 

Senses darkvision 60 ft. 

Languages understands the languages of 
its creator but can't speak 

Challenge 1 (200 XP) 


Damage Vulnerabilities 
Damage Resistances 


False Appearance While the scarecrow remains motionless, 
it is indistinguishable from an ordinary, inanimate scarecrow. 


ACTIONS 


Multiattack. The scarecrow makes two claw attacks. 


Claw. Melee Weapon Attack: +3 to hit, reach 

5 ft., one target. Hit: 6 (2d4 + 1) slashing damage. If the target is 
a creature, it must succeed on a DC 11 Wisdom saving throw or 
be frightened until the end of the scarecrow's next turn. 


Terrifying Glare. The scarecrow targets one creature it can 
see within 30 feet of it. If the target can see the scarecrow, the 
target must succeed on a DC 11 Wisdom saving throw or be 
magically frightened until the end of the scarecrow's next turn. 
The frightened target is paralyzed. 


Assuming the PCs survive and continue on the 
river, the Luna Lake quest continues. Note during 
travel time they receive the benefit of a short rest. 
Proceeding onward to the south: 


66 The party shakes their head clear of the area, 
poling further south along the river. For two or three 
hours more you travel, avoiding small streams that 
branch off from the river and lead to dead ends. The 
air grows colder as massive mountains begin to rise 
from either side of the river. Soon enough they tower 
overhead. A thousand feet of sheer cliffs above, you 
see the bare thread of a bridge spanning from one 
side of the river to another. You pass under this bridge. 


3. Luna Lake 


| 66 As you pass under the bridge, looking ahead, you 

| see the river widen and deepen as you reach its 
mouth which must empty into Luna Lake. You also 
are shocked as the boat around you changes, the 
very air beginning to waver and bend. The fine clean 
planks turn to dark grey half-rotted timber covered in 
moss. The cabin is revealed as a barely standing 
structure with broken glass for windows. The white 
sail which has been gently puffed out is now a 
stained and shredded canvas tragedy, not remotely 
capable of catching the wind. One of you stumbles 
with the pole as the ground drops deeply out below 
the keelboat. With no sail and no poling, you are adrift! 


Be sure to note what time of day or night it is as 
the players enter Luna Lake in your descriptions. It 
should be about six or seven hours since they 
embarked on the keelboat. 


The players are free to attempt to steer or alter 
the boat's course, but it is no longer under their 
control. It will “drift” lazily toward Lunatown, the 
undead settlement at the north edge of Luna Lake. 


66 The Misty Pleasure continues on its way as if 
drawn by an invisible tow rope. Luna Lake looms 
before you, maybe two miles long and half a mile or 
more wide. You seem to be drifting toward the 
northern shore, where you see a forest of black trees 
cropping up from the base of the huge mountain. As 
you head in this direction, you begin to pick out the 
movement of lights on the shore, pale orange like 
torchlight or lanterns. The boat is heading directly 
toward them. You can now see long piers of rotting 
wood sticking out into the water like dark fingers. 
With a shuddering thump the boat comes to a stop at 
the first long pier. 


Buildings line the shore in either direction. 


If players examine the shoreline to see the 
sources of the lights, a DC15 Perpection check will 
show that the lights don’t appear to have any source, 
and simply bob around in the air. In truth they are 
Will-o-Wisps. Several are scattered through town. 


Several buildings stand on the shore, stretching 
out in either direction. All show signs of extreme 


age; everything is dark, wet, and covered in hanging moss. 


See the map on the next page to continue Lunatown. 
Note each map square is 10 feet! 


Quest note: in Lunatown, if the players attempt a 
long rest anywhere at any point in time, roll 1d8. 
There is a 1 in 8 chance they will be stumbled upon 
by either (roll 1420): 

1-10 A single Will-o-wisp 
12-15 Three Skeletons 

16-18 Two Strahd Zombies 
19-20 Alone Vampire Spawn 


WILL-O-WISP 


Tiny undead, Chaotic Evil 


Armor Class 19 
Hit Points 22 
Speed 0 ft., fly 50 ft. (hover) 


STR DEX CON INT WIS CHA 
GS) 28 (+9) 10(0) 1341) 14(+2) 11(0) 


DamageResistance Acid, Cold, Fire, Necrotic, Thunder; 
Bludgeoning, Piercing, and Slashing 
From Nonmagical Attacks 

Damage Immunities Lightning, Poison 

Condition Immunities Exhaustion, Grappled, 
Paralyzed, Poisoned, Prone, 
Restrained, Unconscious 

Senses Darkvision 120 ft., passive Perception 12 

Languages the languages it knew in life 

Challenge 2 (450 XP) 


Consume Life. As a bonus action, the will-o'-wisp can target one 
creature it can see within 5 feet of it that has 0 hit points and is 
still alive. The target must succeed on a DC 10 Constitution 
saving throw against this magic or die. If the target dies, the 
will-o'-wisp regains 10 (3d6) hit points. 


Ephemeral. The will-o'-wisp can't wear or carry anything. 


Incorporeal Movement. The will-o'-wisp can move through 
other creatures and objects as if they were difficult terrain. It 
takes 5 (1d10) force damage if it ends its turn inside an object. 


Variable Illumination. The will-o'-wisp sheds bright light in a 5- 
to 20-foot radius and dim light for an additional number of feet 
equal to the chosen radius. The will-o'-wisp can alter the radius 
as a bonus action. 


ACTIONS 


Shock. Melee Spell Attack: +4 to hit, reach 5 ft., one creature. 
Hit: (2d 8) lightning damage. 


Invisibility. The will-o'-wisp and its light magically become 


invisible until it attacks or uses its Consume Life, or until its 
concentration ends (as if concentrating on a spell). 
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Each Map Square 


a 
equals 10sq. feet د‎ 
z 


A. Lunatown 


66 The small village is built in a rough clearing about 
two hundred feet deep and a few hundred feet wide. 
The ground appears to be primarily mud. The 
buildings are all in states of disrepair; wood stained 
black with time, long green and grey mosses 
hanging from rafters and beams. You see the slight 
glow here and there of the lights flitting about, but 
sometimes they disappear completely, lending an 
even more eerie sense to the cold grey foggy village. 


perhaps the builders knowing that too much weight 
would sink the structures into the muddy lakeshore. 


Smashing open random crates the players see on 


the map causes noise, possibly alerting nearby 
undead. For each crate, roll a d20 for its contents: 


1-8 rotted hay, rope, canvas 
9-12 smashed pottery, contents spilled 
13-14 5 small art objects worth 10gp each 


15 small cask of wine turned to vinegar 
16 small cask of lamp oil, well preserved 
17-18 two Skeletons that get up and fight! 


19 a Strahd Zombie - fight! 
20 a Vampire Spawn in dirt - fight! 


Map Note: several buildings have the same 
interior layout. They are marked 1A-G, 5A-E, and 
AA-B. They will use the same building maps (see 
next pages) for each of them, but each building will 
have its own description block as detailed on the 
following pages. 


Suggestion: the fog is heavy in Lunatown. The 
map should be revealed gradually as players prog- 
ress; either by “fog of war” in Roll20 or covering the 
map with bits of paper for tabletop play, etc. 


SKELETON 


Medium undead, Lawful Evil 


Armor Class 13 (Armor Scraps) 
Hit Points 15 
Speed 20ft 


STR DEX CON INT WIS CHA 
10 (0) 14 (+2) 15(+2) 6(-2) 8 (-1) 3 (63) 


Vulnerabilities Bludgeoning 

Damage Immunities Poison 

Condition Immunities Exhaustion, Poisoned 
Senses Darkvision 60 Ft., passive Perception 9 
Challenge 1/4 (50 XP) 


ACTIONS 


Shortsword. 


Melee Weapon Attack: +4 to hit, reach 
5 ft.. Hit: (1d6 + 2) piercing damage. 


All the buildings appear to have only a single story, | 


STRAHD ZOMBIE 


Medium undead, unaligned 


Armor Class 
Hit Points 
Speed 


STR 
13(+1) 6(-2) 16(+3) 3 (-4) 6 (-2) 5 (-3) 


Saving Throws Wis +0 

Damage Immunities poison 

Condition Immunities poisoned 

Senses darkvision 60 ft. 

Languages understands the languages it 
knew in life but can't speak. 

Challenge 1 (200 XP) 


Loathsome Limbs. Whenever the zombie takes at least 5 
bludgeoning or slashing damage at one time, roll a d20 to 
determine what else happens to it: 


1-8: One leg is severed from the zombie if it has any legs left. 
9-16: One arm is severed from the zombie if it has any arms left. 
17-20: The zombie is decapitated. 


ACTIONS 


Multiattack. The mongrelfolk makes two attacks: one with its 
bite and one with its claw or dagger. 


Melee Weapon Attack: +3 to hit, reach 5 ft., 
one target. Hit: 3 (1d4+1) piercing damage. 


Melee Weapon Attack: +3 to hit, reach 5 ft., 
one target. Hit: 3 (1d4+1) slashing damage. 


Melee or Ranged Weapon Attack: +3 to hit, 
reach 5 ft. or range 20/60 ft., one target. 
Hit: 3 (1d4+1) piercing damage. 


VAMPIRE SPAWN 


Medium undead, Neutral Evil 


Armor Class 15 (Natural Armor) 
Hit Points 82 
Speed 30ft 


STR DEX CON INT WIS CHA 
16(+3) 16(+3) 16(+3) 11(0) 10 (0) 12 (1) 


Saving Throws Dex +6, Wis +3 

Skills Perception +3, Stealth +6 

Damage Resistance Necrotic; Bludgeoning, Piercing, and 
Slashing From Nonmagical Attacks 

Senses Darkvision 60 Ft., passive Perception 13 

Challenge 5 (1,800 XP) 


Regeneration. Regain 10 hit points at the start of its turn. Ifthe 

vampire takes radiant damage or damage from holy water, this 

trait doesn't function at the start of the vampire's next turn. 

Spider Climb. 

Vampire Weaknesses. Forbiddance. Running Water. Stake to the 
heart. Sunlight hypersensitivity. 


ACTIONS 


Multiattack. The vampire makes two attacks, only one of which 
can be a bite attack. 


Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one willing 
creature, or a creature that is grappled by the vampire, 
incapacitated, or restrained. Hit: (1d6 + 3) piercing damage plus 
(2d6)necrotic damage. The target's hit point maximum is 
reduced by an amount equal to the necrotic damage taken, 
and the vampire regains hit points equal to that amount. The 
reduction lasts until the target finishes a long rest. The target 
dies if this effect reduces its hit point maximum to 0 


Claws. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. 
Hit: (2d4 + 3) slashing damage. Instead of dealing damage, the 
vampire can grapple the target (escapeDC 13) 
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Sas 


1A 


j 66 This dilapidated building sits near the water's 
edge and its age shows by creaking slightly at your 
approach. The doorway facing the water sits a bit 
ajar. A light can be seen through the cracked and 
grimy windows, flickering orange. 


Inside the main room of this house is a rotten rug 
and a few smashed chairs. A Will-o-wisp flits slowly 
around three Skeletons that lay on the floor. They 
will rise to their feet as any PC enters (or makes 
sufficient noise) and attack. 


The first back room contains three rotted cots. 
Searching the cots reveals 45 copper pieces and two 
rusted daggers. 


The second back room contains rudimentary 
cooking supplies including a fallen apart woodstove 
and a long-since spoiled pot of stew growing a small 
forest of mold on it. 


1B 


The door to 1B is locked, requiring a DC10 lock 
picking check or a DC15 Strength check to burst 
open. Inside the main room the characters find 
nothing but a crate’s worth of surprisingly fine china, 
smashed to pieces littering the floor. 


In the first back room are two cots, each with a 
Strahd Zombie laying in it, a dagger sticking out of 
each of their chests. (People who committed 
suicide). They get up to attack upon investigation. 


The second back room contains a writing desk 
with a note on it, barely legible, reading, “The dead 
have conquered Barovia, there is no hope.” 


1C 


The door to 1C is locked, requiring a DC10 lock 
picking check or a DC15 Strength check to burst 
open. 


The main room was once finely appointed with a 
pair of couches and several overstuffed chairs, but 
now they are rotted and covered in spotty mold. A 
tea service set lays on the floor next to a coffee table 
that has fallen to pieces. The tea set is copper and 
worth 10gp. 


The first back room contains a moldy bed with 
once fine sheets and blankets. Searching the room 
reveals a small chest beneath the bed. Inside the 
chest is 80gp, 150cp, and a string of pearls worth 
30gp. 


The second back room contains a kitchen and 
larder with dessicated corpses of waterfowl hanging 
from the rafters and brick-hard loaves of moldy 
bread on shelves. Searching the room here will 
reveal a saber hidden in a pantry cupboard. 


1D 


This run down building opens into a complete 
disaster. The rear wall has collapsed, rendering this 
building into one large chaotic room. Smashed 
furniture and broken glass litter the floor. Stuck in 
the rubble of the fallen down walls are one Strahd 
Zombie and one Skeleton. Unable to move, they 
grasp out with grotesque hands and claw the air, 
their jaws moving and snapping in the air. 


A thorough search of the rubble will reveal a +1 
magical saber beneath the Strahd Zombie. 


1E 


This building is appointed as some type of tavern. 
A sign with a faded wine glass lays in the mud by the 
doorway. 


The main room contains several tables with 
chairs, and a rudimentary bar along the back wall. 
Sitting at one of the tables are five Skeletons staring 
with blank sockets at a game of cards on the table - 
the cards nearly overgrown with mold. Behind the 
bar a Strahd Zombie has worn his hand down to a 
bloody nub from wiping down the same spot on the 
bartop for years. 


In the first back room are two large barrels of 
wine, stamped Wizard of Wines Purple Grapemash. 
One has fallen to pieces and spilled its contents. 
The other one pours from a tap easily, but the liquid 
is a dark brown - the wine long turned to vinegar. 


The second back room holds a table with several 
bottles of liquor - some cracked and smashed, but 5 
bottles of strong liquor are salvageable. On the table 
is also a small lockbox (DC10 to open or DC15 STR 
check) containing 15gp and 80cp. 


1F 


This was a boarding house of sorts. The main 
room contains eight cots rotted to pieces. There are 
small chests by the foot of the beds, but most are 
empty. One contains a flask of oil, a moldy book of 
baudy poems, a rotten change of peasant sailor's 
clothes, and a shortsword. 


As players approach the first back room door, two 
Will-o-Wisps zoom through the doorway, flooding 
the room with bright light. They attack with surprise. 
The back room contains two larger beds; nicer 
accomodations for those willing to pay more coin. 


The second back room door falls off its hinges upon 
opening. The room contains one large bed that has 
seen better days. 


1G 


The ruins of this collapsed building stick up to the 
sky like broken bones. As the PCs approach the 
rubble, three invisible Will-o-Wisps rise from out of 
the debris and attack them in the street. 
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2 (10x10 room, no map) 


6 6 The purpose of this small building is clear by the 
presence of a large moon cut out of the door. Inside 
the single room are a trio of functionally built privies. 
Despite the years, a lingering stench of filth remains. 


If the players make any significant noise, or 
investigate down the privy holes, a Vampire Spawn 
clambers up and out of one of them, attacking the 
party. It is covered in old filth and smells awful. 


3 


66 This long, stout building has a flat roof and a 
faded sign outside it depicting a crudely painted fish. 
A stale odor of smoke emanates from the building. 


Inside the southern room are stacked piles of 
fishing nets, mostly rotted through, and cargo bins 
containing piles of rotted riverfish - dessicated and 
skeletal, hundreds of dead fish eyes staring at the 
PCs as they enter; an eerie sight. Toward the back of 
the room are a few cots, and a doorway stands on 
the far wall. 


The northern room: 


66 This room smells even more like old smoke as you 
open door. Inside is a rudimentary smokehouse, with 
hundreds of ancient dried-but-rotted fish carcasses 
hanging from the rafters. A large covered fireplace in 
the center of the room provided the smoke, and a 
thin chimney leads up to the partially collapsed roof. 


Floating in a nonplussed manner off to the side of 
the room is a glowing ball of orange light. It moves 
towards you as you enter. 


Additionally, you are shocked to see a man here, 
scraggly and bearded, thin as a rail. His hands are 
bound by manacles attached to a chain that leads up 
to one of the exposed rafters. As he hears the door 
open, he scrabbles as far away as he can, muttering 
prayers to the Morninglord. 


The Will-o-wisp is guarding the man, and attacks. 


The manacles take a DC10 locking effort to open, 
a DC20 Strength check, or take 15 slashing or 
bludgeoning damage. Captain Bilge has the key. 


The man is Josiah Freeborn, a citizen of Vallaki. 
He was traveling to the Wizard of Wines one day to 
deliver some leather goods, but saw a mysterious 
keelboat on the river and the lure of treasure got the 
better of him. Captured by the undead, he was 
chained up here. They intend to sacrifice him to the 
Luna River Goddess at the next full moon. How 
does he know this? “The leader told me as much. 
He's some kind of captain or pirate or burgomas- 
ter... don’t know. But he's dead. And insane!” 


Josiah is a noncombatant commoner with 4hp 
(max). They have been providing him poor food and 
foul water to keep him alive until the next full moon. 


4A 


This large building seems to be a sort of ware- 
house. There are no windows and its simple slightly 
pitched roof is sagging. 


66 Upon entering this single-room building your 
suspicions are confirmed. This is a warehouse or 

| storage facility. Open empty crates are stacked next 
to one end of the building. Loose dirt is scattered 
around the floor from some of them. Haphazardly 
throughout the rest of the building are various 
packages and crates and barrels. The roof is 
constantly dripping in several places; everything is 
covered in mold and rot, except for an oiled blue 
canvas tarp wrapped around a large shape. 


There are five vampire spawn in this room. They 
are hiding amongst the detritus and cargo. A passive 
perception of 17 or higher will spot a couple of 
them. An active perception check of DC20 will as well. 
If the PCs do not spot the vampire spawn, they will 
attack with surprise. 


During the combat, one of the vampire spawn will 
call out, “Burgomaster Crypt will feed you to the 
fishes!” 


Taking shelter behind the crates and barrels gives 
half cover (+2 bonus to AC and Dexterity saving 
throws). 


The large tarp covered shape is a magical harp. 
Inlaid with gold and ivory, with silvery strings, it is 
magically always in tune and grants a +3 to Perfor- 
mance checks to anyone who attempts to play it. It has 
a tag on it that, though faded, can be read: “To: Abbey, 
Krezk, from a dear friend” - the Abbot would love to 
receive this old gift from Strahd. 


4B 


This large building seems to be a sort of ware- 
house. There are no windows and its simple slightly 
pitched roof is sagging. 


66 This storage facility resembles the other 
warehouse you explored. Stacks of barrels and 
crates litter the floor. Everything is molded and 
rotten and you can see the sky through the roof. As 
far as you can tell, the building is empty of life - or 
unlife. 


A search of the detritus in this warehouse takes 
quite some time. They find a small crate carefully 
packed and sealed that contains 3 potions of greater 
healing (4d4+4). As they search one unlucky PC 
makes a significant amount of noise as a crate full of 
broken pottery falls apart at the PC’s touch. The 
only other thing of value to be found here is a 
gold-plated candelabra worth 15gp. 


If the PCs do make noise by searching, the two 
Will-o-wisps in the adjacent building (5C) come 
floating through the wall - one visible, one invisible - 
and attack the PCs. 
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5A 


66 This building consists of a single 20x20 foot 
room, appearing to have been subdivided by hanging 
curtains which have long since decayed into fraying 
tatters. A pair of skeletons stand in the far corner, 
facing the wall. At the sound of your entry they turn 
and brandish their shortswords, clambering over 
broken furniture to approach you. 


5B 


66 This small lake-facing building's door is locked. | 


The lock has corroded so badly over time that it 
cannot be picked. The door must be forced open 
(DC20 Strength check) or hacked/bashed down. 
Either effort alerts the Strahd Zombies inside: 


66 Throwing what's left of the door open, you stand 
face to face with a hideous bloated zombie. Fat in life 
and almost comically obese in death, it reaches out 
for you with clawing hands. Behind it stand two 
more zombies. The building appears to hold 
deteriorated fishing gear - tackle, nets, poles, oars 
and the like. 


5C 


If the PCs made too much noise in area 4B and 
attracted the attention of the Will-o-wisps in this 
building, then the wisps are gone when the players 
visit 5C. 


6 6 This single room building holds rows of shelves. 
Most are empty but there are burlap sacks and cans 
and other common goods here aplenty. A rudimenta- 
ry cash register sits on a far bench. Two glowing 
orange lights bob in the air and make their way 
toward you. 


All of the goods in the general store are spoiled 
and wasted, but bashing the rusted cash register 
open reveals 27gp, 1sp, and 80cp. 


5D 


66 Another twenty foot square building, this 
ramshackle abode bears the sign of a hat and a vest 
over the doorway. Opening the door at first you fear 
you see a dozen zombies swarming! But it's merely 
mannequins wearing all variety of hats and vests, 
mold-covered and moth-bitten. 

In addition, amid the mannequins but hanging 
upside down from the ceiling, are two pale figures 
with long claws. Their glowing red eyes open. 

One calls out with a hiss, “Ahhh, Cap'n Bilge’ll be 
havin' you lot, then!” and the other answers, “More 
flesh for the Moon Queen!” as they stride to separate 
sides of the room, eyes locked on the party. 


The two Vampire Spawn will stay on the ceiling of 
the haberdasher shop and fight the PCs from there, 
unless the PCs refuse to enter the building. There is 


nothing of value in this room. 
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5E 


This building has a “B” emblazoned on the 
doorway in decorative letterform. 


66 To call this building musty would be a kindness. 
Mildew permeates the air as you enter. Along the 
rows of shelves along the walls and scattered across 
the floor are toys - hundreds of toys. Rotted dolls, 
corroded copper soldiers, wooden horses and castle 
sets given up to rot. A few on the higher shelves 
seem almost intact: a wooden horse that splits in 
half to reveal a human in the fetal position. A girly 
doll puppet in a dress holding a sharp metal knife in 
one hand and a severed head in the other. A metal 
jangly skeleton that seems to be made of iron. A 
wooden sailboat with half a dozen tiny wooden 
mermaids trailing behind it on strings. 


This is indeed Blinksy’s ancestor's shop. If the 
PCs bring any of the toys back to Blinsky, he tears 
up and expresses extreme gratitude, perhaps doing 
some grand favor for the PCs. Or at least trading 
them for some of his toys. Reward some XP! 


6 (no map) 


66 As you place a hand on the door, the 10 foot cube 
collapses towards the party and falls in a split 
second. 


Anyone within 10 feet of the doorway must make 
a DC10 Acrobatics check or take 2d4+2 bludgeon- 
ing damage. The PC who touched the door makes 
this check with disadvantage. 


66 Standing up out of the rubble are two zombies, 
one with its head knocked off by the collapse. 


} > 


Building Map 7 
next full page. 
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7 


66 Approaching this large building you can immedi- 
ately tell it was once a place of some grandeur. Its 
styling and attention to detail still show in some 
places, including its large double doorway at the 
front and broken but once beautiful stained glass 
windows. Now it's dilapidated and run down, a ghost 
of its former glory. 


For a split second you think you see movement 
behind one of the windows, but then staring hard, 
you wonder if it was just your imagination. 


Burgomaster Crypt and Captain Bilge await the 
PCs in 7B and 7C respectively. If they hear the PCs 
enter through the main double doors, they will both 
enter through their side doors simultaneously and 
greet the PCs. Ifthe PCs are stealthy or come in the 
back door (7D) they will encounter Crypt and Bilge 
in their respective rooms. As soon as combat starts, 
the one in the other room will make all haste to the 
sound of the noise, acting last in initiative order. 


If they do get to do their greeting, it is presented 
in a text block in 7As description. 


7A 


66 Swinging open the doorway to this entry hall 
reveals a once well appointed reception area. A large 
ornate rug in the center of the room is now a faded 
and mildewy remnant. Paintings hang on the walls 
with peeling paint and rotting canvas hanging out of 
their frames. The building's large double doors lay 
on the south end of the room, and two smaller doors 
sit in the east and west walls. 


Tf Bilge and Crypt are able to “welcome” the PCs 
in 7A, read this following text block. 


66 As you stand in the room, the western side door 
swings open forcefully, a figure behind it striding out 
into the entryway. At the same time a second figure 
moves effortlessly through the eastern closed door 
as if it were not there at all, floating on an ethereal 
cloud where its legs should be. 


“Welcome travelers to my mansion!” the floating 
one calls out, its hoarse voice like echoing gravel in a 
tin can. It is a translucent green apparition decked in 
fine ghostly clothes, but its face holds a serious look. 


“Aye, we are so glad ye have decided to accept our 
invitation to this here soirée,” the other figure calls 
out in a bawdy voice. Its unnaturally white skin 
nearly glimmers in even this light. Its long, greasy 
black hair lays in strands on the shoulders of what 
can only be described as a pirate captain's outfit. 

At its side is a longsword, and on its back a longbow. 
In its hand is clutched a silver skull the size of a 
human's, the eye sockets glowing bright green. 


“I am Burgomaster Crypt,” says the floating one, 
“and this here is my compatriot, Captain Bilge.” at 
which point both of them bow patronizingly. 
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At this point Bilge and Crypt will wait for the PCs 
to act. Here is information they know and are happy 
to share as part of their parlay: 


٠ Lunatown was around in the time of Berez. 


4 Lunatown, being downriver from Berez, was also 
flooded and many drowned when Strahd uncaringly 
washed away Berez. 


e Many of the dead returned as undead, called by 
the Dark Powers to continue their sad suffering in 
Barovia. 


٠ They are bound to serve the Lady of the River, 
Luna the Moon Goddess. 


e They serve her by sacrificing sentient creatures 
to the Lake itself by tying ropes and stones to them 
and drowning them in the center. 


e They fully intend on sacrificing the PCs this way. 


+ They are none too pleased at the PCs’ destruc- 
tion of so many undead, but “you have to crack a few 
rotten eggs to make a really bad omelette.” 


٠ Oh yes, the treasure in the poem is very real. 


When they feel they have answered enough 
questions, Burgomaster Crypt will ask the PCs, 
“Well then, are you ready to be of service to the 
Lady?” and everyone should roll initiative. 


If one of them is encountered separately, feel free 
to still use their description as above. They will still 
share the information freely. 


When defeated, Burgomaster Crypt simply 
washes away into ash and disappears. 


Captain Bilge's body crumples to the floor. Search- 
ing him reveals the key to the door that leads to 7F 
He also has the key to Josiah's manacles. 


7B&7C 


66 The door swings open to this room as rotten 
floorboards creek beneath your feet. This room 
smells of wet upholstery, and you see a long couch 
and several chairs scattered about the room. 


7D 


66 The room beyond the doorway has perhaps the 
best preserved piece of furniture you've yet seen in 
this village; a cherry-wood topped poker table 
surrounded by chairs. A deck of fine playing cards 
sits atop it. 


The cards are magical and give +2 to Deception 
rolls when used for card tricks and gambling. 


BURGOMASTER CRYPT (WRAITH) 


Medium undead, Neutral Evil 


Armor Class 13 
Hit Points 67 
Speed O ft., fly 60 ft. (hover) 


STR DEX CON INT WIS CHA 
6 (-2) 16443) 16(+3) 12(+1) 14(42) 15(+2) 


Damage Resistance Acid, Cold, Fire, Lightning, Thunder; 
Bludgeoning, Piercing, and Slashing From 
Nonmagical Attacks That Aren't Silvered 

Damage Immunities Necrotic, Poison 

Condition Immunities Charmed, Exhaustion, Grappled, Paralyzed, 
Petrified, Poisoned, Prone, Restrained 

Senses Darkvision 60 Ft., passive Perception 12 

Languages The Languages It Knew In Life 

Challenge 5 (1,800 XP) 


Incorporeal Movement. The wraith can move through other 
creatures and objects as if they were difficult terrain. It takes 5 
(1d10) force damage if it ends its turn inside an object. 


Sunlight Sensitivity. While in sunlight, the wraith has disadvan- 
tage on attack rolls, as well as on Wisdom (Perception) checks 
that rely on sight. 


ACTIONS 


Life Drain. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
creature. Hit: (4d8 + 3) necrotic damage. The target must 
succeed on a DC 14 Constitution saving throw or its hit point 
maximum is reduced by an amount equal to the damage taken. 
This reduction lasts until the target finishes a long rest. The 
target dies if this effect reduces its hit point maximum to 0 


Create Specter. The wraith targets a humanoid within 10 feet of 
it that has been dead for no longer than 1 minute and died 
violently. The target's spirit rises as a specter in the space of its 
corpse or in the nearest unoccupied space. The specter is under 
the wraith's control. The wraith can have no more than seven 
specters under its control at one time. 


Combat note: if the PCs seem to be having too 
easy a time with Bilge and Crypt, one of them will 
call out, “Spirits, rally to me!” and on the next round 
1d4+2 Will-o-wisps will fly in through the walls at 
attack, acting last in initiative order. 


Remember that Crypt is incorporeal and can 
move through the walls of the mansion at will. 


Remember that Bilge wields the Luna Skull (see 
description and effects to the right) and can hold it in 
one hand and use it in place of a longsword attack. 


CAPTAIN BILGE (WIGHT) 


Medium undead, Neutral Evil 


Armor Class 14 (Studded Leather) 
Hit Points 45 
Speed 30ft 


STR DEX CON INT WIS CHA 
32) ZN 2 IO GS) TOKO) EDN B2) 


Skills Perception +3, Stealth +4 
Damage Resistance necrotic; Bludgeoning, Piercing, and Slashing 
From Nonmagical Attacks That Aren't Silvered 
Damage Immunities poison 
Condition Immunities exhaustion, poisoned 
Darkvision 60 Ft., passive Perception 13 
The Languages It Knew In Life 
3 (700 XP) 


Sunlight Sensitivity. While in sunlight, the wight has 
disadvantage on attack rolls, as well as on Wisdom (Perception) 
checks that rely on sight. 


ACTIONS 


Multiattack. The wight makes two longsword attacks or two 
longbow attacks. It can use its Life Drain in place of one 
longsword attack. 


Life Drain. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
creature. Hit: (1d6 + 2) necrotic damage. The target must 
succeed on a DC 13 Constitution saving throw or its hit point 
maximum is reduced by an amount equal to the damage taken. 
This reduction lasts until the target finishes a long rest. The 
target dies if this effect reduces its hit point maximum to 0. A 
humanoid slain by this attack rises 24 hours later as a zombie 
under the wight's control, unless the humanoid is restored to 
life or its body is destroyed. The wight can have no more than 
twelve zombies under its control at one time 


Longsword. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
target. Hit: (1d8 + 2) slashing damage. one handed 


Longbow. Ranged Weapon Attack: +4 to hit, reach 150/600 ft., 
one target. Hit: (1d8 + 2) piercing damage. 


The Luna Skull (item requires attunement) has 10 
charges and regains 1d6+1 charges at midnight. 

The wielder automatically knows if someone is a 
shapechanger if they are within 30 feet. 


e 2 charges Cast Ray of Enfeeblement 

« 2 charges Cast Darkness 

« 3 charges Force a Shapechanger to 
change back to its original form 
for 2d4+2 rounds. 

«3 charges Cast Moonbeam 

«A charges Cast Hold Monster 

«8 charges Cast Etherealness 
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7E 


66 A once well stocked larder and kitchen lay in this 
room. Now everything smells stale. A cask of wine 
lay smashed on the floor. Ancient flour is spilled on 
the countertops. A door lies to the east, a heavy 
padlock on its ironbound frame. 


Captain Bilge has the key to the door in his coat 
pocket. Otherwise, a DC20 lockpick check is 
needed, or a DC25 Strength check. The door may 
be destroyed after quite a while of hacking and 
bludgeoning it, but it will attract fresh undead. 


7F 


66 This room has been emptied of all furnishings 
save for three large chests deposited here. They sit 
on the wet wood floor imposingly, begging for 
inspection. 


Treasure: 


Each of the three chests are protected by a glyph 
of warding for “explosive runes” with acid damage. 


CHEST 

- 1,000 silver pieces 

٠ Silver candelabra worth 30gp 

e Silver tea set worth 50gp 

e Silver rimmed spectacles worth 25gp 
CHEST 2 

٠ Silvered longsword 

e Silvered shortsword 

e Silvered daggers (x4) 

e Silvered arrows & bolts (10 of each) 


e A silver ram's head with a fitting 
for a quarterstaff. 


@EIESIE3: 
٠ 1,000 silver pieces 


٠ Magical chainmail shirt+2 with silver 
pauldrons enscribed with dragons 
(from of the Order of the Silver Dragon) 


٠ 1 potion of Heroism 
٠ 1 potion of Superior Healing (8d4+8) 


٠ 1 ring of warmth 
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5. Leaving Lunatown 


The quest is over. Hopefully everyone survived (or 
maybe not?). Ifthe PCs were able to keep Josiah 
alive to return him to Vallaki, consider a one time 
reward of 2,500XP. If they deliver the magical harp 
to the Abbott, perhaps another 2,500XP. And why 
not a third 2,500XP for bringing old toys back to 
Blinsky! Or whatever you think is appropriate. 


Now, how do they get back to the Old Svalich 
Road? Certainly they could trek through the forest 
north of Lunatown and pick up the Tsolenka Pass 
road and follow that back north. Or hike over 
northwest and hit the back of Yester Hill. 


With the town’s curse mollified, the players are 
free to take the Misty Pleasure back up the Luna 
River, providing they can find or make some oars to 
paddle back to the river, and then use the poles to 
laboriously work their way upriver. There are also 
two ramshackle rowboats tied up to the piers as well 
that may be of service. 


If someone's wearing the magical chainmail shirt 
from the Order of the Silver Dragon, and they 
haven't yet been to Argynvostholt, consider the 
reaction of the revenants. Will they be outraged that 
an outsider wears their insignia? Or will they be 
honored that a living creature (of hopefully goodish 
alignment) still bears their mark? 


Consider how all these silver weapons will affect 
combat with the Werewolves. Certainly word will get 
back to them and they will only venture forth with 
strong hunting groups ready for battle. 
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66 Author and Illustrator Carl Huber 


Carl is a designer. His freelance artwork is often 
shared first on his twitter account: 


http://www.twitter.com/natural20shirts 

Carl is a passionate creator and fantasy and sci-fi 
enthusiast. He welcomes your follow and friendship 
on Twitter and your emails if you have comments. 

email: carlh@carlh.com 

Please rate and review us on DMsGuild! 

You can find me under the tradename of Natural 
20 Shirts! My tshirts, mugs, stickers, etc., can be 
found in several places including TeePublic, Redbub- 


ble, Threadless, Spreadshirt, Amazon, ShirtWoot, 
and more! 


teepublic.com/user/carlhuber 
redbubble.com/people/carlhuber 


carlhuber.threadless.com 
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For additional adventures to the Curse of 
Strahd campaign setting, seek additional materials 
at www.dmsguild.com (search: Carl Huber) 


e The Curse of Strahd NPC Relations Map 
An absolutely necessary (we think) visual 
map ofthe NPCs ofthe campaign. 


٠١ Lady Wachter's Cult of the Blackness: 

a one- to two-session adventure for Vallaki 
that supposes your PCs have killed Lady 
Wachter. Get the Premium edition! 


« The Abbot's Journal 

A detailed expository journal chronicling the 
Abbot's descent into madness and relations 
of Strahd and the Belviews. 


٠ Wizard of Wines Wine Labels 
Beautiful, fun wine labels to impress players. 


e Khazan's Tower 

Gorgeous full color maps of the tower, and 
bonus material such as an upgraded “door 
puzzle.” 


